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STUFF WE THINK ABOUT 


- Welcome to the Fall 1999 issue of 

Q64. This issue marks the third year of 
our publishing Q64, and it has caused I 
us to look back over the past three years 

good, and some pitiful games have been 
- While we have (hopefully) helped ; 




are aware of the fact that many of you read Q64 to get a fee 
for the games that are in development. As we reflect back over a 
of the previous editions of Q64, we couldn't help but be intrigue 
(maybe alarmed might be a better term) by the number of title 
that we previewed that we thought would be fantastic game; 
Mission Impossible, Iggy's Wrecking Balls, Mace, Castlevanic 
and Glover are examples of games that didn't live up to the hype 

Adventure Racing), most games garner more favorable attentio 
while in development, only to be shot down upon further reviev 
Why this happens is certainly up for debate, but we can offe 
our two cents worth — good intentions. Unfortunately, as the sayin< 
goes, the road to hell is paved with good intentions. 99% of th 

to 2 year development cycle of the product, many things can occu 
that will make the product take a turn for the worse. However, whe 
previewing games, the gaming press (Q64 included) does so ii 

of the game, or with screen shots and a fact sheet provided by th 
game publisher. While it's preferable to actually play a little b 


just to present the "facts" and screen shots as they ai 
it's easy to get caught up in the hype and say things li 
the best game" or "might be game of the year", si 
on pretty screen shots and descriptions from the dev< 
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JAltMY HEX ABB 

5ARCES HEROES 


It is such a simple and elegant concept; take the army men that all boys love 

playing with as kids and remember fondly as adults (well, at least 
I chronologically), and build a video game around them. It absolutely amazes 
| me that, after over 25 years of gaming history, this past year marks the first 
1 time that the little green and tan soldiers have made an appearance on our 
f interactive screens. It is my personal theory (not confirmed by anyone inside 
L 3DO) that the catalyst for the two PC Army Men 
\ games. Army Men 3D on the PlayStation and Sarge's , 

■ Heroes, was the way that army men were used in 

■ Pixar's "Toy Story ". For me, your average 30- 
T something, latch-key kid, the movie served as sort 

\ of a wake-up call as to how cool those little green J 

i guys were (and are). I'm pretty sure that this is when Jijjl 

l the folks at 3DO took notice. The idea has become, 
l in quick order, a successful franchise that has given 

1 new life and a new identity to 3DO, a company W'j < ~3S' M | •> X 
jL that has seen its fair share of ups and downs. — "—■' ,5 1 ' 

«With this in mind, and the almost universal _ / j 

f demographics of the product, we decided that 
f featuring Sarge's Heroes on this issue's cover 
s would be great fun and a great opportunity to 
B reexplore one of the guiltless pleasures of 
| childhood... the battle between Green goodness 
1 and the evil that is Tan. _ 


of the Tan army, is set on destroying the Brs W’ %. 

Green way of life once and for all. As the 
l story unfolds, we find atale of plastic 

\ intrigue involving the leader of the Green army and his polygonally- 
4 enhanced daughter. As Sarge, it is up to you to complete a number of 


design, is tha 
the world 


The cool thing is that, just when the game has 
drawn you in and you believe that you are actually 
fighting in a jungle or arctic environment, you 
will be asked to do something like de-electrify a* 
fence — only to find out that the switch you must 




















V Like I said, many years have passed with 

many opportunities for software developers and 
gr publishers to see the potential for this type of game 
v and none have produced one. The folks at 3DO deserve 
special recognition for being the ones to pull it off. 


The game will probably take you about 8-12 hours to beat on Easy. 

On Normal It will take a few more. Although the game isn't particularly 
L long, it is something you might find yourself coming back to 
\ from time to time. 


(EjF'" 5 —' Yeah, Sarge's Heroes has a few shortcomings, but the game is: 

that you will find yourself making allowances for them. If 3DO 
does a sequel (and I'm pretty sure they will), I would like to see 
the following things: manual control over the camera, a quicker jjt 
look around, a one button reverse move, the sniper mode reward - 
head-shots, more animations for the enemy soldiers -> > 

(different ways of dying), a better frame rate in 
high-res mode, the ability to look around 
corners and peak out in look- " 

V around/first-person mode and more 
(PPSk variety in multiplayer. While this is my 3 
\\K wishlist, the reality of this game is pretty I 
darn cool and a game that stands out | 
g§lK9k as one of the most fun and unique f 
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Resident Evil 3 on the N64 anyth] 


NT: If someone tells me to create thei 
I'll say "OK." I'm not sure right now. Personal! 
I think that Dino Crisis in the US will be really bi 
since people there really like dinosaurs. I'd lil 
to get the opportunity to work on that gam 
but there haven't been any decisioi 
made yet. 


















Story 2 is the real deal, and Activision and Traveler's Tales (A BugS Life, Toy 
Story, Mickeymania) are going to be bringing it to our N64s. In the game, 
you will play as Buzz Lightyear (the super cool futuristic spaceman toy that almost 
replaced Woody as "Head Toy"), Buzz is on a quest to save Woody from a 
greedy toy collector |Zurg) and it is an all-out race against time to make 
; sure that Woody doesn't get sold tor big bucks at the garage sale! 
^_The game is presented in a go-anywhere. real-time 3D 
environment. Buzz will have the ability to use lasers, 
whirling torso spins, jump, swing, bounce 
and somersault through the air 










accessories, including rocket jet boots, a 

grappling hook, an arm laser and moon spring ^ |j| | 

to aid Buzz in his search. There are 15 levels in all, including 
five boss battles — the final one featuring a confrontation between 
Buzz and Zurg. The movie is scheduled for a Thanksgiving release and 
you can expect to see the game at the same time. After playing it for a 
little bit at E3, we are very excited about Toy Story 2's potential. Traveler's 
Tales has always been known for the quality of their 3D engines and 
they have a pretty strong track record at making ; 
quality Disney-licensed games. 
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in our Winter 99 issue. We thought 
the game looked good and was ready to 
jo back then, but Titus has used the extra 
levelopment time to incorporate some extra 
□meplay features, like a new betting mode 


government of Argent helped 


other variables not r 


H[ Belcrest during a civil war a few years bad 

After the war, the country was able t 

reestablish itself as an independent nation 
4^ and its economy has thrived. However, a 

- > . "Crying Lions", who have taken over the 

are making no demands — the/re just going to start picking of cities 
of Argent with their newly acquired satellite lasers! It may be easier 
to just destroy the satellite than to try and get the S.C.A.T. team into 
the underground complex, since there are only two ways to get in! j 
However, since the terrorists took control of the command center, 
they were able to hide the GULF Satellite System from view. 

Now what are you going do? Wow—besides the great storyline 

and exciting one-player mode, WINBACK also offers a quick / jUs 

playing four-player Deathmatch mode that even GoldenEye A 

would envy. Check out our 

complete review of WINBACK in 

the Winter 2000 issue! 


winning the race (although 
you can bet on that, as well). 
Trading cars is also listed as 
a major element in the 
■ gameplay of Roadsters. 


drive in Roadsters (thus, 


le) and although they are not "officially licensed" cars, they 
□wn in enough detail where if you're into cars, then you 
d be able to say "wow—that one looks just like the BMW 
' Roadsters also features 10 different tracks that range from 
Dwy mountain tops to scenic oceanside courses. Some of 
he courses are raced at night, and the cars will then sport 
bright halogen headlights! Actually, the weather and the 
time will shift during the course of the race, so it's possible 
_^. to start a race under sunny skies, 


dark during < 
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cartoon", where the main cl 
Berri, will have multiple facia 
their current mood status. T 


locations, all with enoughs 


will still be treated to all of the fighter animations and other feati 
that are found in the PSX title. Some of the 25 boxers found 
KK2K include Ali, Frazier, the Sugar Rays, Norton, De La Hoyc 
Duran, and Mosley. There will also be a create-a-boxer mode 
allowing the gamer to personalize his own fighter, and then try 
and make it up the ranlcs in the Career mode. There's also a ■ 
Slugfest mode where there are no rules, no refs, but lots of 
arcade-style boxing action! If you do want to see the ref, 
you'll find famous ref (and judge] _ _ 


the Woodlands, and the Seafront. The levels are all typically massive (in the 
Banjo Kazooie tradition] and feature some of the most colorful, cartoon- 
slyled graphics found in a home console game. Besides the traditional 
single-player quest mode, there's also a simultaneous two-player co¬ 
operative mode where separate players can take control of Conker 
and his owl companion, and a four-player split-screen deathmatch 
mode. Also, in the one-player game, you'll have a markedly different 
experience depending on whether you choose to play as Conker 
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ard to believe that there • 
ally was a Blues Brothers 
0 movie — who's idea 


:eiver to a particular spot, 
nd there's plenty of audio 


































Rayman 2: The Great Escape, is i 
a3Dcdionradvenlijregamellial i 
slars Rayman, nimble & fleet-footed 
character that sold a gogillion copies 
of his first title (Rayman was only 
available on the PlayStation). This nev 


graphic clarity and variation. Rayrr 


tracks that actually develop grooves and 
ruts that affect your ability to maneuver your bike. One thing about 
Supercross 2000 that hasn't changed is its sophisticated physics 

full season mode, head-to-head against a friend, or opt to put 
on a radical stunt display in the big air freestyle trick mode. In 
season mode, you can select one of the 25 professional riders, 
or create your own rider with your own distinctive racing 
style. There will be play-by-play provided, but it's not sure 
at this time if it will be a one- or two-man booth! If it's just 
one dude, you can expect 
- David Bailey to be the one 

doing the talking! 


iver through the 
e levels, Ubi Soft gave 


jump, swim, helicopter through the air using his "hair", climb rocks, hang 


































Jam mode, the players 
more detailed, 
special f/x are the 
norm in this mode, where 
sparks fly, smoke rises, 
and fireballs light up the 
nighttime sky. The Jam 
mode also features over 
50 new high flying over- 
the-top dunks, and an 

player option to let you design some pretty bizarre looking 
players! On the simulation side of things, Acclaim has increased 
the GM mode tenfold, to the point where you can even invite 
guys to training camp, and then cut the ones that don't 
make the grade! You will also have to handle the salary 
tap, so you won't be able to trade a chump for a champ. 
There's also a new, deeper play calling system designed 
by NBA scouts. And, saving the best news for last, 
Bill Walton WON'T be doing 
the color commentary this 



First lime developer Sucker "i| 

Punch was atlheE3 industry 
trade show last May showing tp! 

off their first game, tentatively 
titled "Sprocket". The game 
garnered so much attention and V • 
praise that developers of V 
K«-ji other action/adventure vi 
titles stood up, took notice, 
then went back to the ; 
t drawing board to do things , 

H like "those guys over at 
■ Sucker Punch". Not a bad 
way to make a first 
impression, huh? Well, 
WM publisher (and developer] Ubi 


Sprocket to get the game into 
JSf ' their stable, even though they already had 

' Mb' “ two action/adventure games (Tonic Trouble 

&Rayman2| in the works. 

The storyline behind Sprocket the lead 
character is a toy robot who must save the 
I Extra-gabctic amusement park, Whoopie 
World, from the crazed mascot Jo Jo the 
Raccoon (never trust an animal that wears a mask]. It seems as if Jo Jo 
has gone bonkers, and now he wants to destroy Whoopie World before 
Opening Day — and that's tomorrow! The large levels all have mini- /I 
levels within, and differentways of getting around. For example, there \ 
are chariots, go-karts, boats and, robotic porpoises. One of the more / 
intriguing levels features a roller-coaster editor that lets you design 
your own roller coaster ride, then take it for a test drive while 
amassing bonus points. Sounds cool! Another cool feature is /| 
that Sprocket uses a pretty realistic physics engine that makes / 


bounce, and ricochet like they 








game Asteroids? We don't see 
any of you raising your hands, 
so well assume that EVERYONE 
has heard of the legendary game 


i mystery as to why because Cn 
inment is finally bringing out 


spread out over five different 
fferent kinds of asteroids. The 
hopes and colors, and have 
) (functional failure, loss of fire 
heck out our complete review 
of this updated classic in the 


wrestler (including taunts and m 
modes (including cage and weapc 
that features hundreds of new an 
many more items that fans of 








































mayhem should 


making WCW Mayhem a game that won't repeat itself t 
Schiavone, Bobby Henan, and mean Gene Okerlund are tf 
all the talking, so you know it will be relevant and sometimes ( 
Each wrestler will have their own entrance, complete with tH 
pyrotechnics, real-time lighting, and multiple graphic el 
course, no wrestling game would be complete without a 
a-wrestler mode, and in WCW Mayhem, the announcer wi 





game. Also, the commentary 
makina WCW Mavhem a ac 






























everybody's favorite "crash ‘ 
up", Destruction Derby is s 


. In addition, tbe game fieatun 


promises to deliver 
k.nd of explosive < 


element of strategy to tbe game. During gameplay, your ship 
will build up a special weapon meter dependent on shooting 
same-colored aliens. Once the meter has filled all the way j 
up, you will be able to let loose with a variety of different 
shots. Depending on which color you collected, some will 
take out a whole vertical row of aliens in one blast, while 
others will hit one enemy then careen sideways or 
diagonally. There are over 20 different enemies to 
contend with, as well as 




types of gameplay mayhem. There will be seven different gam< 
modes, including Bomb Tag and Capture the Flag in multiplayer 
‘ games, and Championship mode in single-player games. There 
will be 12 different "smashing" locations, ranging from junkyards , 
and backroads to deathmatch circular arenas (where the j 
. real destruction takes place!). More good news comes from f k 
j the fact that the 24 different car models will be able to take / 
on damage and that means t 

well get to see the cars in many *co»/pi«e* „m« , 

severely mangled ways! r * 142 r * .. 18 


































ird of Midway's soon-to-be- 
tased arcade-style boxing \ 
ne, Ready 2 Rumble. If you are 
one of the rock people, 


the more prolific 3rd party S 
software publishers lor the Nintendo . 9 
64. They have released a trio of 9 
WCW wrestling games, the first RPG 
forthe system (Quest 64), and a kart- 
style racer (Penny Racers]. Now, THQ 
is really turning up the heat with half a dozen 
titles slated lor release by the end of the year. 
Check out this formidable lineup: Road Rash 
54 (reviewed in this issue], Destruction Derby 
>4, Bassmasters 2000, WWF Wrestlemania, 
•runswick Circuit Pro Bowling, and the topic of 
ris preview, Nuclear Strike, 
ludear Strike is actually the 
lird in a series of "Strike" “ 

pmes that originally came out ■"l 
or the Sega Genesis, and is 4 

now being brought back to Wf° | : 
life by THQ and developer ^ * 

Pacific Coast Power & Light : £■ 

(the some people that did 
Road Rash 64). In Nucfear 


then we will help yo 


i; all, the game is ail about the i 

- -_ _ -Jj various fighters and their 

.._ —I personalities and over-the- 

■ top abilities. Each of the 
; twenty or so different boxers 
is drawn in great detail, and 
are full of style. Colorful 
fighters with big hair, big 
shoes, tall socks, multicolored outfits, and 
wacky facial expressions are just the 
beginning. Like in most boxing or fighting 
games, the characters all have their own ; 
distinct brand of lighting. However, in Ready j 


2 Rumble, these boxers have < 


nt of punches, combos, and tricks 


that would make even the most accompli! 
What really brings it all together for R2R, 
animations are just as over-the-top as the cl 
the fighters! There's huge uppercuts, loopn 
lunges, and plenty of different crazy* pund 
names! R2R features an arcade mode, a 


of different vehicles (Apache Helicopter, Harrier 
through various levels, biosting the crud out 
ng you see. The long-term goal is to stop a 
m starting World War III; the short-term goal 
I of the different tasks that each level has to 
r ike starts off set on an island paradise, then 
> locations around the globe until you eventually 
1 in the jungles of Asia. If the N64 version turns 

_ out anything like the old Genesis 

versions, Nudeor Strike will be 
95.9 one heck of a game! 


nches that don't even ha 


e (duhl|. In the championship mode, you 
x>xer, manage his career (and money, 

1 upgrading the gym), and build up 
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element with the release of Poken 
photographs of variousPokemon 


an take 60 pictures. Y 
3 the island, looking for ( 


tone, height, weight, facial hair, he 
ratings (good tipper, big money c 
Some of the new player animatic 
include knuckle touches, high five; 
and free throws (now with Shaq's" 
style). Other new additions to the s 

customizable attributes. There's c 


the island, and each c 


rill have a Pokemon a little more difficult to shoot (with the camera, 
of course). Sometimes you'll need to throw some Pokemon food to 
get them to come out, and other times you'll need to throw some 
Pester Balls at them in order to get their attention. As you take 
\ your photos, Professor Oak will grade each shot and give you 
a score for that particular photo based on how dose the 
v shot is of the Pokemon, if there is more than one Pokemon 
in the shot, and if the Pokemon is doing anything interesting. 

Pokemon Snap certainly sounds 


Live 2000; i 


und, and the 
arked additional 










































First-person shooters sure have come a long 
way since Wolfenstein 3D and Doom. [Pause 
fpr laughter.] Okay, not really, but I had you 
going for a second, didn't I? While the games 
do look better, sound better, and play faster 
these days, the underlying premise hasn!t 
evolved at all..You've still got to run around 
shooting stuff— in this case, nasty aliens known 
as Stroggs who qre bent upon annihilation.. 


slog stick, the control pad, or the yellow 
ins, for example, depending on what 


GAMEPLAY 

Quake II takes place in the first-person 
perspective (also known as the "nausea-inducing 
perspective" to non-videogame players). What 
this means is that you never see your character, 
only the barrels of the weapons he is carrying. 


are-there" feeling. 

Expert‘"Quakers," who play the game on their 
computers, generally use a combination of 
the keyboard and mouse. We've got to make 
do with the Nintendo controller. We've said 
it before, and I think it bears repeating — 


> keep yourself alive, yoi 

> such as health packs, 



































controllers and get ready to have a blast! 
There are four different multiplayer 
variations — the standard deathmatch 
(everyone for themselves), fragteams (2- 


s, if not better than, the multiplayer game 
1 Golden Eye. That's about the best 
Dmpliment I could ever give a game, 
can't review this game without a brief 
omment concerning the recent 
blumbine High Schopl tragedy. Many 
i the media have jumped on the fad that 


that it has nothing < 

Qualce II, like its predecessor, was 
made to be played against other 
human opponents on a network or via 
the Internet. The N64 version of Quake 


i the multiplayer 


that the pentagrams, demons, and other 
satqnic references from Doom arid the 
first Quake are no longer found in this 
game. I prefer the science^fietiori 
emphasis over the supernatural.; 


The original Quake i 


■ realistic look which captured 
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of loyally, dedication, and the 
orcycle racing/combat. If; 
f a refresher course, here it is 
saw the light of day on the Se 


whack people upside the head. Second, yo 
can GET whacked upside the head, and the 
fall prey to some of the meanest and mo: 
spectacular wipeouts ever witnessed! Of coursr 
you don't have to get whacked by anothe 
racer to "bite it". No, you can'cause majc 
damage to yourself by wrapping your bik 
around a light standard, the side of a building 
or head-on into a semitruck! And, it's just nc 
the fact that your body is sailing 200 feet int 
the skies, or that your bike just plummeted o 
of a cliff and dropped 400 feet into the acear 
No, it's the fact that while you're having yoc 
own.troubles staying upright, the other 1 
racers are all battling jt out with each othe 
\bu could be screaming down the inside le 


by a sequel, a 3DO system version, c 
finally, a Sega CD version. The Pla> 
has also seen a new iteration, calle 
Rash 3D, and there's even another one 
out for that system by the end of the yi 
you know what? You can take all of the 
versions and throw them in the ocean 




It's by far: the best playing Road Rash ever 
(and thati saying something). 

GAMEPLAY 

The basic gameplay element in RR64 is just 
about as simple as if is in any other racing 
game: finish the race in the top three positions 
and you'll qualify for the next race, then finish 






























.sis.! 


Game mode, this is where the real 
Rashers come to play. Pick a bike (of 
which there are essentially two types, 
-cruisers and sport bikes), grab a look 


nodels), and then get ready t< 
'our way up. the ladder. The 



























































N64 has been disposed of for the Ic 


n watch those amazing wipeouts over and over again) and < 
i the bike). Highly recommended. 


i that follows the rider after the wipeout (as it is, the < 
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TONIC TROUBLE 


!ars back, Ubi Soft hit it big with a game 


:eived for its awesome graphics and 
js animation — not to mention its well- 
j gameplay. Rayman will soon be making 
sarance on the N64, butwhile we're 
or that seauel lo arrive Ubi Soft has ctiven 

\ j 1 machine. These parts are scattered throughout 

J 1 j different levels. Only a few areas are immediately 
[ i f accessible, however. The others cannot be entered 

























if Hie designers created disparate areas 
for each puzzle and then just connected 
(hem together. 

Almost all of the levels take place inside 
structures or underground. While this 
means that the game is devoid of the 
dreaded N64 "fog" effect, Hie camera 
sometimes goes crazy in the cramped 
locales. Although it rarely gets stuck 
behind. an object, which is 
commendable,, the camera may 
suddenly swing around from behind you 
to in front of you—especially when first 
■entering a room. Since the analog control 
is oriented to the screen, you'll have a 
habit of pushing the stick in the wrong 


lever depending on where you are standing 
and what other button you pressed. Every 
button has at least two functions assigned 
to it, in fact, and it is too easy to trigger 
the wrong one. You might attempt a jump, 
lor example, and find yourself flying into 
the abyss because you held the button 
down a second too long. 

.For whatever reason, there is no "quit 


and far between. In one of Hie final bos 
sequences, you've got to outrun a towe 
by avoiding fences, jumping lava pits 
landing on platforms, Hying and shootinc 
targets, etc. Any mistake will require yot 
to start this entire sequence over from thi 
very beginning. Either the designer: 
should have made some of the levels anc 
sequences shorter, or they should havi 
proyided for checkpoints. 

My final complaint concerns the leve 
of difficulty. As lives are plentiful, anc 
items are found easily. Hie game iniHall; 


option. If you have to turn off the N64 
during a difficult level, you'll start exacHy 
where you were when you load the game 
next time. If a puzzle or sequence is- 
particularly difficult, you can't leave it and 
try something else. I can't tell you how 
annoying Hie lack of an "exit level" option 
is, especially considering Hie fact that you 
have to go back into levels searching for 
addifional items. Once you reenter a level 























































can be completed in just about a da/s time. As with most current platform games, there is no incentive to go back once you've beaten it. 

CONCLUSION 

Tonic Trouble's racing sequences, use of unique weapons, oddball characters, and humorous animation make the game stand out visually. The 
problem is that the gameplay is merely average. An improved camera, better flow to the levels, and the inclusion of save/quit options would 
have definitely refined it. Still, I found it to be an enjoyable (if somewhat brief) challenge. Diehard action/platform fans may find Tonic 
Trouble to be a worthwhile purchase, but I'll wait for Rayman 2. 
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(lying through the air from a myriad o| 
different tackles, to post-game trivio 
questions. On lhe N64 side, you can have 
the computer simulate games during c 
season so you don't have to play every 
game scheduled for Sunday : (or 
Thursday... or Salurday...orMondgy], you 
can alter the quarter lengtji from anywhere 
between 1 and 6 minutes, and change 
the difficulty. 


GRAPHICS 

At first I was really disappointed with the 
graphics jo Blitz 2000. My reason is 
simple, I have been playing the arcade 
version for so long now that "Oh my!" is 
actually part of my everyday vocabulary. 
Needless to say, the arcade version is 
beautiful, so the first time I plugged in my 


like, "My finger is too fat, I hit the wrong 
C button!" 

All of the other arcade features are included 
in Blitz 2000, from the pre-game code 
screen, to helmets flying off and players 
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CONCLUSION 

If you at all liked last year's Blitz or play it in the arcade, than Blitz 2000 is a no-brainer. While surely not for the football purist out there, as 
the liberties Blitz takes on the rules would induce instant heart failure,'for those who jpst want to kick back and have a fun football experience, 
here you go. With football season now under way, this is a great way to really have your favorite team take out their archrivals. Graphically; 
the game falls short of what we've seen in the arcade, which is to be expected, but in all other areas, it meets or exceeds expectations. A fine 
example of what an arcade to N64 title should be! 
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nd a botanical garden. More cars arid more cours 

- a ghost town, toy world, and the ship "Toytani 

- are .unlocked by progressing though t 
lampion ships. Each themed-course has two differ* 
ryouts and can also be raced in a reverse or a min 
lode to make for greater variety. The vario 
nvironments also have different effects on the handii 


without the need for those rechargeable batteries). 


GAMEPLAY 

The controls in Re-Volt are simple; The A and B buttons 
represent forward and reverse — as with R/C cars, 
there are no brakes. Unlike. R/C cars, however, there 
are weapons which can be activated with the Z trigger. 
The R button provides a handy, means of flipping your 
vehicle over when if becomes stuck on its back like 




nd each championship consi 
anywhere from three to six 
You've got three tries to finis 
third or better before the cha 
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which lets you get the hang of controlling' 
the different vehicles. In order to complete 
this mode you must collect all the stars which 
are placedfhrousjhout the arena—usually 
only within reach of a spectacular jump. 
Finally, there is a multiplayer mode which 
lets you either race the normal courses or 
play "tag" inside specially designed arenas. 
Aside from these modes of play, yOu can 
choose from lour degrees of realism ranging 
from simulation-(full'speed and realistic 
collisions) to junior-RC (reduced speed.gnd 
simple collisions), last, but certainly not least, 
is a track editor which allows you to create 
and store courses to a memory card. About 
the only option which is not available is the 


power-ups are obtained by driving through 
lightning bolt symbols scattered throughout the 
courses. The weapons include bottle rockets, 
oil slicks, water balloons, an electrical shock, 
and a big marble. The oil slicks are particularly 
impressive,in that they truly aflectyour handling 
of the cars and cause you to leave treadmarks 
until the oil wears off of your tires. Not all of 
the power-ups are beneficial, however. There 
is a decoy power-up, which looks the same 
but blows up on impact, and there is one which 
turns your antenna into a bomb fuse. 

Despite the vast number of options, Re-Volt 
is not without some flaws. First, there is no map 
of the track showing the relative positions of 
your opponents, let alone which direction you 


f which flash at the top of an already crowded 
screen. Unfortunately, the tracks are designed 
in such a fashion that it is far too easy to 
become lost or stuck in a corner. There are 
no simple ovpls — the tracks feature right 
angles and dark passageways and often 
double-back upon thernseives. Although there 
are some hidden passageways, the main 
route through each course is pot always 
apparent. This becomes a more serious flaw 
in the multiplayer game where the detail is 
reduced and the size of the screen is that 
much smaller. 

Although the menu screens are easy to 
navigate, there is no option lor a quick course 
or vehicle change once-yau have started a 
race. Instead, you'll haveto start over af the 
beginning and progress through all the menus 
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games on the Nintendo 64 these days. Beetle 
Adventure Racing alongwith the upcoming Hot 
Wheels title from EA are leading the pack, not to 
mention Monaco Grand Prix and tucas Arts 
Episode One Racer. If you like racing games, these 
will all give you more than your money's worth. 
Following on the heels of these tiHes is Wdrtd Driver 
ChampionShip-ftom Boss Game studios and 
Midway. Hyped early on as the Gran Tourismo 
of the N64, World Driver is a true racing sim that 
features painstaking detail in such features as 
driving physics, car model? and track layout. the 
obvious question; however, is if the N64 consumer 
wants a Gran Tourismo-style game. If you've been 
living in a cave for the last yedf; Gran Tourismc 
is the wildly successful racing game from Sony 
for the PlayStation; the game lor which all other 
driving games have been judged ever since its 
release last summer. No matter how detailed c 
racing game is, however, it has always boilec 


Now that the final version has shipped, 
to see if that very delicate balance he 


GAMEPLAY 

If you're familiar with Gran Tourismo 
immediately recognize the gameplay set up 


h spiraling levels of difficulty. As you begin 
i through the different levels, you'll be 
opportunities to join other teams with 
rbly better cars. The first three levels are 
isy to master; when you enter the fourth, 


i that have been very realists 
noozefest to play. When we fir 
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i off to the right and allow y. 
f course, you've slowed dov 
it, which will make it harder 


the guard railsps bun 
have a lot more suca 
down to take the tu.rn! 


opponents, pn the other hand, have 
gotten a lot better by now and are. 
requiring you to step up your game, yet 
you really don't have the tools. Your only 
hope is to memorize the courses and try 
to get into first as quickly as possible. 
The At will allow you to stay in first far 
more than it will allow you to stay in 2nd 
or 3rd. You're just as likely to finish last 
as you are 2nd if you languish for too 
long behind the leader. Besides that pearl 
of wisdom, the other thing you can do ; 
to make up for the lack of horsepower 
is to master the high speed handling. 


than Homer Simpson goes through a dozen 
doughnuts. If,, on the other hand, you go 
full speed, broadside into the guard rails, 
they will bounce you back onto the track 

in getting through the more difficult circuits. 
Trying to bump the other cars'will also prove 
fatal. Your car will spin completely out of 
control at the slightest nudge by another 
vehicle it you're at full throttle. The.only 
possible exception is if you come up directly 


GRAPHICS 

Visually, World Driver Champic 
as good as driving games get on 








































m at the map can be deadly. Sadly, 
option you have as the engine noise 


CONCEPT 

There is not much to the com 
I have said this over and i 
\ Driver Championship 


ept of a driving game, 
ver again; yet in World 
t is a factor. Much like 


ght foot weigh a ton. The engine noises are a different story r 
all together. There aren't any! Although it's nice to hear the 1 [ 
engines themselves, the real reason for having them is so you jr 
can tell if someone is approaching from behind. You don't 1 ; 

do, it is increase the shelf life. The one d 
is that if you don't have.a burning desire to cc 
the difficulty level might induce you to put tl 
lot sooner than you .normally would. That be 

nr"-- “pz mmm 
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, to choosing the right car 
n deal with the difficulty le 




there is a lot to do besides drive fast in World Driver Championship. If you like driving gam 
lay this game longer than any other driving game you own. 


CONCLUSION 

When I booted this game up for the first timi 
the experience. After the third week, I am 
shouldn't be missed by racing enthusiasts. 


imediately thought it was a 
'inced that World Driver i 


nother boring N64 racer; alter two weeks with it, I was really enpyii 
s one of the top two driving games on the system and a game th 
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Attitude. As the sequel to Warzone, Altitude is Acclaim's 
final WWF licensed title. Acclaim has pulled out all of 
the stops and stuffed almost every imaginable feature 
and gimmick match into this title. There are over 40 
wrestlers with 15+ modes of wrestling including Career, 


twice and pressing a button. New players may find 
themselvei initially frustrated with this style of play, 
however with enough practice you'll soon commence 
to "Laying the smack downeth" upon your opponents. 
One of the complaints about Warzone was the fact 
that basic moves were executed differently depending 
on the wrestler. In Attitude, the game engine wps- 
modified so that these moves are executed with the 
same combination regardess of which wrestler you 
are using. Each wrestler also features his own set of 
20 moves, as well as a trademark and finishing move. 
Attitude, like Warzone, uses a health bar similar to 
the average fighting game. Your player's health ;is; 
represented by a bar below your characters name that 
slowly goes down-and changes color as you take 
damage. Green to start, Red the final color. Basic and 
regular moves can be used throughout the health meter. 


GAMEPLAY 

' If itain't broke, don't fix it., 
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Intercontinental belt and finally the 
Heavyweight belt. Your chosen wrestler starts 
out at the bottom of the ranking system. 6nd 


to Create A PPV and Edit the Ring. In Create 
a-PPV you choose: (he matches — any 
combination, any wrestler, any time limit, any 
location. Recreate your favorite matches of 
the past, or make memorable new ones. With 
Edit the Ring you can customize the wrestling 
ring. Change the color of the lights, the ring 
mat, the logos on the apron, the background 


opponent. Any combination of matches 
oke place, from Hardcore Cage matches 
ree On One First Blood matches. Along 
ray, the current champion will do what 
sn to not have to face you for the belt 


your wrestler's voice. The one attribute that < 
be changed, unfortunately, is height. Whe 
of that is done, select your wrestler's Finisl 


GRAPHICS 

Graphically Attitude < 











































































i Altitude? Create him and go for the Heavyweight title. Thi 


View. Create your King of the Ring tournament, 
in Attitude that the hours will literally slip away. 

CONCLUSION 

If you are a wrestling fan, run, don't walk to your nearest store and pick up a copy of WWF: Attitude. While there are no perfect wrestling titles available yet. 
Attitude captures the best aspects of what makes wrestling the spectacle that it is On a slight aside I'm happy to note that Acclaim has actually included 
two tribute screens to wrestler Owen Hart (as most of you are aware, Owen died earlier this yeor) that are shown during the attract mode. Anyway — 
What are you still reading this review for? Go get your copy now. I - l>ARIFiV 
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MONSTER TRUCK 
MADNESS 64 


The Nintendo 64 has its share of racing games. In 
fact, between Beetle Adventure Racing, San Francisco 
Rush, F-Zero X hnd o few others, there doesn't seem 
to be much of a need for yet another racing game, 
right? Yeah, RIGHT! The day racing games fall out 
of favor with game developers is the day I hang up 
my joystick and find a new hobby. Unless you've 
been on another planet or have been deprived of TV 
for the last decade or so, you are probably familiar 
with the huge-wheeled car-crushing beasts known 
as "Monster Trucks". These vehicles areto professional 
racing what "RollerJam" is to Olympic Figure Skating. 
Rockstar has ported over a version of the cult PC 
game "Monster Truck Madness" to the N64, added 
some console stylings, and created one heckofa good 


I mentioned that MTM64 is a port from a computer 
game, and being a fan of the original I was worried 
how the translation would fare. Fortunately the 
programmers identified what made the computer 
version fun, threw out some of the sim elements (like 
the ability to adjust shocks and tire tread depth) and 
added what all console racers need - POWER-UPS. 
The single-player mode of MTM64 has 10 tracks,.all 
littered with wild and ingenious power-ups like homing 
missiles, shrink bombs, and coolest of all, the "Hover". 
The first time your Monster Truck takes off and sails: 
over, the track and opponents you'll realize it's the 
ONLY way to fly! - 

There are 19 cool trucks to choose from, many are 
recreations of famous reaHife Monster Trucks. Those 
in, the know might recognize the names Bigfoot, 
Snakebite, The Boogey Van, Samson (a personal lav) 
and’Grave-Digger. These are the same trucks that 
turn your local sports arena into a giant mud pit. In 
addition to these real tracks are "wreslletnjcks", based 
on your favorite WCW/nWo stars such'as Sting and 

- 1 - < Hollywood Hogah. lt doesn't matter 

I which truck you choose, the differences 


Monster Track Madness 64 (MTM64) gives you the 
opportunity to climb behind the wheel of a five-ton 
pickup track with tractor-sized wheels. Some people 
ask "what's the point of these behemoths?" The people 
that have to ask have never enjoyed WCW or WWF, 
" so who needs'em?! Tito rest of us cahunderstand 
k the thrill of being able to literally run over all 
obstacles in the way. Can you imagine having 
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handled via split screen, a la MarioKart. 
Hie action in "Summit Rumble" is vehicular 
"krr-g of the hiii‘"—stay on top of a platform 
' and knock the other opponents off. "Soccer" 
and "Hockey" are just what the names imply 
—driving Monster Trucks around a field (or 
ice rink) and knocking a soccer ball (or 
hockey puck) into a goal. "Chase" involves 
one player as a'bad guy" and the other 


with the opponentand flipping over isr 
what Monster Truck racing is all about, 


can be downright SLOW. If you haven 
pfoyed the game you might swear at fir 


ncredibly satisfying experience! 
re Rumble Pack is excellent and r 
ubtle at times. 

1 addition to the standard exhit 





































Tqshaff>'turg;tTl)eamguntof " <wr 
/ers is pfelty amazing—even afief playing for hoqfs a new 
I pop up:-And if they bug you, there's an option to turn the 
nta’fy and/or the music off. The N64 takes some heat for not 
having CD-audio,-but MTM64 shows what great audio car 
be done with a cart!' 


CONCEPT 

MTM64 is the first true Monster Truck game for t 
N64, ahd it's q great one, Even though it's "anotl 


BE a fresh perspective on this style of game. It 
If | everything you could want in a racing game 
!&. searching for shortcuts, grabbing power-u 
f memorizing the courses, etc. MTM64 also ac 
bone-jarring physics and interesting multiplay 
game's not found in other racing games. 


SHELF LIFE 

TM64 has medium shelf life. It lakes a while to learn how to 

























i the extreme replay value like SF.Rush 


.MTM64 is addictive and' 


464 could have sucked. A racing game not built on speed might have been 
all the right things with this game. Impressive graphics with smooth frame ral 
of the Rumble Pack and hard but fair At makes this game well worth checkinc 
so watered down. I'm! glad to report that MTM64 is a complete success as a i 
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that shares its heritage with the PlayStation version 
usurped by EA and titled Need For Speed: V; 
Rally. If you also own a PlayStation and were 
unfortunate enough to have purchased the 
PlayStation version, you might be justifiably 
concerned about the N64 version. The good folks 
at Infogrames have assured us, however, that the 
game has been completely reworked and made 
more arcade-like to suit the tastes of the average 
American gamer. Afterall, it's not like rally games 
sell well here in the good 'ol US of A. We like 
logo fast and keep our left foot as far away from 
the brake as possible. Sega Rally is really the only 
rally-type game to succeed here, and it was far 
fromqny kind of rally racing sim. V-Rally hasa 
lot to prove, as there have been numerous quality 


Each locption has either three, lour or five different 
stages within them depending on whether or not 
it is a checkpoint-based or lap-based race. You 
also have your'choice between Championship or 
Arcade modes. As you might expect, the Arcade 
mode is basically just a detuned Championship 
mode that allows you to drive through obstacles 
with little to no effect. The majority of my time was 
spent with the Championship mode as this is the 
. game the developers want you to play. 

The first thing you'll notice, besides the graphics, 


GAMEPLAY 

The set up of-V-Rally is pretty straightforward, 



























chance. No matter what anyone might try 
to sell American gamers about a certain 
type of racing that's really popular in 
Europe, the bottom line is that we don't 
necessarily have to go fast all pf the time, 
. but geez louise, wefoHike to be able to slay 
on the course if we're only going 40 mph. 


ris point you won't want to. I've been 
laying this game for the better part of 
week now and I can honestly say that 
re seen enough. The vehides are almost 
ncontrollable at all speeds! The 
nallenge is not.to win the race, but to 
ay on the course. If you drift off the 
ourse, even the slightest bit, your car 
nmediately becomes a ping pong ball 
>r the next T 0 seconds. Even dt very 
ow speeds, if yog drift off the cOurse 


throughout every level. You have four 
different camera angles to view the action 
with and all are reasonably well equipped 
to handle the task, there just isn't one you 
can stick with; you'll find yourself 
constantly switching back and forth trying 
to get comfortable. Each level also 
contains varying weather effects which 
all have.an impact on your ability to 
maintain-any, kind of speed. Mostly, 
however, they just take a bad situation 
and make it worse. The sunset effect 
basically looks like.ailack and orange 
filter was put over the screen. It's almost 
impossible to see the outline of the track. 
Keeping your car on the course is a 

indiscriminate weather on top of it,makes 
it almost not worth playing. 1 don't want 
to be too harsh on the visual package. 


ncontrollably. Now, we've all seen this 
ind of gameplay before; the original 
ally Cross (or the PlayStation comes to 
rind, and in all instances, this handicap 
nuld be overcome. As I got the hang of 


As I mentioned earlier, the first thing you 
notice about V-Rally is the graphics. What's 
immediately noticeable is that the game 
looks like a 2nd generation PlayStation title. 
The car models lack any significant detail 
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ask yourself: why do they bring out 
jt tweaking them 


come to expect a lot more from tf 
64 bit system three years into 
■ lifecycle. And, unfortunately, tl 
vehicle control,is so bad that 


these games' „ 

for the American market?! Racing — 

games always sell ifthey meet the 

needs of the market. Gran ToUrismo and San Francisco Rush \ ’ 
are proof of that. They are the ultimate sim and arcade games \ 

. The rally concept sort of falls in between here and we have yet \ 
to see one that American gamers can warm up to. V-Rally 
has a lot of positive aspects; a great sense of speed 
and a ton of depth, but the control and overall sterile 
fee! will leave many ot us scratching our collective 

V\ heads! 


permeates every other aspect of the gc 


7 SOUND 

£ The thing I really liked about V-Rally was the running 
commentary throughout the game. It's not broadcast Re¬ 
style, but rather driving hints asyou progress through 
the race. It's basically your navigator telling you 3 

what kind of turn is coming up. Theoretically, this / f?' 
should help you stay on the tracks, but all it really #| 
does is warn you to slowdown; as if you needed f P,'* 
any more wamingllhe music is fairly nondescript f)' "V 

as there isn't any, and the only other sounds in V I c ~-Jp jkcr 
the game are those of the engines and they are 
abundant. If you ever pass anybody and they \\ 
start to catch up toydu, you'll definitely hear them V\ 
coming. A'little music would have been nice, but \\c ‘l 
most of the time the music that comes out of European' 
i driving games does more Harm than good. I guess in this" ' ■ 
[ case, it's probably a good thing that they didn't put any in! 


SHELF LIFE 

-f | If you're a fan of rally-type games and just havi 
' I to beat every game you play, V-Rally will offe 

jsJSSMWfF more than enough replay value if, on the othei 
■hand, you expect to improve as you progress 
» * J&jff through a game, you may be turning V-Rally off 

JB a hit early- I've played through the entire first rally 

fall eight courses) and halfway through the "expert" 

‘ rally, I must admit, the only thing keeping me going is 
my pathetic need to beat everything I play. The fun factor 
was over a long time ago. There are justtoo many other quality i 
racing games you could be speeding your time with. t 


living in Europe, the concept of V-Rally is a no ; braii 





























CONCLUSION 

If you haven't figured it but yet, V-Rally' 
developers, in their desi 
might be. The control is 
to be fun and challenc 


—,-, -.egment of N64 racing fans. The technology is not new. Thi 

tible, (which I take exception to) have made it no hm to play, regardless of how realistic i 
- k away from the game, take a breather, and then start up fresh again: Games are supposec 
ng and boring. Sega proved you can make a successful rally-type game lor the American market ant 


GAMEPLAY 

GRAPHICS 

HE 04 SCO* 


SHELF LIFE 

£ 

(l 

£ 

Q 

E 

t 7$r r r 7me* 1 





































‘There's no doubt about it, retro-gaming isih. 
Gauntlet Legends is the latest game to update 
an arcade dossier AtariVoriginal Gauntlet was a 
multiplayer masterpiece; fun for a single player 
and a blast.for 4 people and a bucket of quarters. 
Now Midway/Atari has taken that simple yet 
brilliant game and transported it into the arcades 
of the 90s. 

The recently released coin-op version of Gauntlet 
Legends is a smash hit, for all the same reasons 
its predecessor drew a crowd. Midway is now 
releasing the arcade hit for the Nintendo 64, and 
the question raised is — cap the powerhouse 3dlx- 
accelerated arcade game be packed into a tiny 
N64 cartridge? The answer might surprise you. 

GAME PLAY 

' Fuih Gauntlet Legends (GL) sticks close to what 
made the original Gauntlet work. Pick one of 
yarious different characters and guide him/her 
on a quest from level to level. Each character 
has its’own special skill — the warrior is strong 
and good at dose combat, the wizard specializes 
in magic and long-range combat, Valkrie is a 
P*. good balance of all attributes, and replacing 
theElfishe’Archer,faslestofalllhecharacters. 


As,the player progresses in the game there are 
hidden characters to unlock (more on that later). 
A party of one to four characters travels through 


and Other objects. Along the way hoards 
ers, zombies, undead and other ghastly 


jame the main goal of each level is to get to the 
exit to progress to the next level, 
iut that's where the similarities' stop. Gameplay 
still feels like the original but there is so much more 
o.do and see. The only thing removed from the 
original Gauntlet is the Sorcerer character and the 
annoying Thief that stole items from the player. But 
io much more has been added. The most obvious 


above the characters, but hot directly overhead. 
































The only issue I have with gameplay is 
there are a few momfents in the single- 
player game where it's.a touch on the 
tedious side. After alt most of the 
gameplay is sirnply fight, fight, fight. But 
just when it starts to get boring... BOOM! 
Something cool happens to pick the game 
bdck up'. ■ ; r,. * 


ertain death for those who aren't 
i the challenge. The Z "turbo" butt 
sn help a character in trouble get ( 
f harm's way/or- can he used with 1 


GRAPHICS 

Stunning. If you don't have a 4meg RAM 
expansion pack yet, GET ONE. This game 
looks great ai the higher resolution that 
the'RAM pack allows/plus the more 
memory will allow up to 4 players on the 
screen at the same time. Without the RAM 
pack you will be limited to up tp 3 players. 
The different characters go through subtle 
changes as they gain levels. The character 


of the window„operiirig.up an added n 
Gameplay balance is very good. Then 
moments where a puzzle has to be s< 
and backtracking is involved; butyou.r 
have to travel too far back in ajevel to 
the answer. I really like that the swii 
nave arrows on them that pplnt to 


jff§| 
































And what would o hack-and-slash game be 
level bosses? Glhas 'an, and they are HUGI 


SOUND 

Amazing, Not only are the graphic 
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level 10 they unlock a secret character with < 


CONCLUSION 

Without a doubt, Gauntlet Legends is the bes! 
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Ever since Duke Nukem 3D was released on lire PC, 
Duke has become one of gaming's most popular icons. 
Sipce his debut, everyone has become familiar with 
his signature one-liners and over-the-top attitude. 
Putting a new spin (well, sort of) on the Duke Nukem 
style of play is Duke Nukem: Zero Hour. Developed 
by Eurocom Entertainment Software, Duke Nukem: 
Zero Hour places our exultant one in a third person 
perspective where he has to travel back in time to stop 
aliens from taking over the earth and at the same time, 
prevent them from chopping down Duke's family tree. 
Showcasing excellent graphics, sound and more 
importantly, gameplay, Duke Nukem: Zero Hour is 
one terrific game. 


addition, the aliens have another objective—eliminate 
Duke by killing off his ancestors. Duke, realizing the 
aliens' intentions, must travel through four action- 
packed etas including the present day, post-apocalyptic 
New York City, the Wild West and Victorian London. 

ill kilt off boatloads of aliens 


In the process, players will __ 

and rescue a fair amount of beautiful, bimbos. 

A Duke game wouldn’t be a Duke game without a 
wide assortment of weapons and Zero Hour has an 
impressive arsenal. When you start a new game, Duke 
only has two weapons — a M-80 Pulse Gun and his 
fists. As players progress, new weapons and items 
become available. A cool point to mention about Duke's 
weapons is that a number of them have powerfaps, 
usually in the farm of specialized ammunition. For 
example, the .50 Sniper Rifle ran be loaded with Armor 
Piercing rounds. Weapons range from a sawed-off 
shotgun to a radium cyanide lauh'cher to sticks of 
dynamite.. There are a total of twenty new weapons 


GAMEPUr 

In Duke Nukem: Zero Hour, players must blast through 
over 35 levels filled with numerous enemies and puzzles. 
Although you .can't help but compare the game to 
Duke Nukem: Time to Kill, Zero Hour is so much more 
deeper in terms bf gameplay and features. While 
working for a Special Forces group, our hero Duke 
Nukem is notified that the planet is facing yet another 
3 l alien invasion. The aliens have devised a way to 
travel back in time and are bent on destroying 
the Earth by sabotaging key events in history. In 


Having all these weapons would be pointless unless 
ybu have plenty of enemies to kill and Duke Nukem: 
Zero Hour has boatloads of 'em; 25 different enemies 

- z 1 to be exact. Enemies range from flesh- 

[ eating Apocalypse Cannibals to lizard 


mm 
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eiyone's.favorite, the Pig 
wen Riot Pigs, Road Hogs 
s who like to throw bombs 


control is crucial and the control is excellent. 

, Executing circle strafes or changing weapons 
can be easily done with a few button presses 
and quick slick movements. Although the control 
scheme for the inventory system Could have 
been improved, lor the most part, players will 
be able to control Duke without a problem. 

A big complaint of Duke Nukem:,Time to Kill 

. leaps of faith in hopes offending in the precise 
spot. There were times when you thought you 
were reaching for something to hold onto, but 
in reality it was a little farther than you 
anticipated. Duke Nukem: Zero Hour provides 
a wide view of the action and the cameras 
hardly ever make Duke disappear. He is always 
visible on screen. This is definitely a good thing. 
The auto-aim feature is a definite plus as well. 
What truly makes Duke Nukem: Zero Hour 
such a blast to play has got to be the multiplayer 
action. Not only is there Dukematch (which is 


clothing depending on the time period. For 
example, during the Wild West, you'll find 
Cowboy Grunts and former soldiers of the 
British Crown have become Soldier Grunts' 
in Victorian London. But no matter what 
costume the enemies are wearing, after 
you're through with them, all you'll see is 
red. 

Playing as Duke Nukem from a third-person 
perspective may seem awkward in thought, 
but it is executed quite nicely. His movements 
are smooth and reminiscent of Lara Croft. 
Not.onlycan he walk, run and jump, Duke 
can crouch, climb and swim. Playing the 
game from this perspective really lets the 
player be a part of the action instead of just 
observing it. Players have to be aware of 
the action and be prepared to react from all 
sides. With a game such as Zero Hour, tight 


your traditional deothmatch) for up to four 
players, there is Last Man Standing, King 
of the Hill and even Team Dukematch. last 
Man Standing is a mode where the aim is to 
be the fast person left alive. King of the Hill 
has players competing for the mast kills in 
a given time limit/ All these modes are well 
and good , however the most compelling of 
these multiplayer modes has got to be Team 
Dukematch. ibis mode offers the opportunity 
for the players to join one of two teams, red 
or blue, "and compete in deathmatch 
tournaments of two-on-lwo. As an added 
bonus, there are over 29 different Dukematch 


GRAPHICS 

Graphically, Duke Nukem: Zero Hour shows 
Duke in all his. glofy, with:vivid colors, deep 
textures and through the use ofjhe Nintendo 
Expansion Pak, players are treated to high- 




















resolution graphics showcasing wickedly 
. cool lighting and special effects including 
*>>, ; transparent water, colored log, texture- 

- 11 [ mapped skies and Gouraud shading. 

Another highlight in Zero Hour is the use 
// ofpolygonalmodelsinsteadofsprite-basedonesthatwereusedin 
r / Duke Nukem 64. Environments become more interactive and Duke 
himself never looked better. To make Duke's movements that much 
1 more realistic, Eurocom utilized a Rotational System and in-house 
; motion capture. The end result is incredible. Be forewarned 
folks — all this high-resolution and special effects does 
have a price. Frame rates do tend to slow down when Tj 

a lot is happening on screen; luckily you can turn // 1 

this feature off if the lack of frames gets you down. j / : 

In the end, it's all good. 


CONCEPT \\ 

Even though the gameplay is similar in concept and design as Duke v 
Nukem: Time to Kill, Zero Hour still has a distinct personality of its own. Vj 
With the inclusion of multiplayer modes (cooperative and 1 
deathmatch), enhanced graphics and the fact that the V 
Nintendo 64 is totally lacking an qction/adventurewith \ 
attitude, Duke Nukem: Zero Hour has something for 
[i- ; nV\\ everyone. Duke Nukem: Zero Hour has more than 4 
“t ■ \ \ enough action for the twitch gamer as well as enough 

_ A \ puzzles and challenges for the adventure fan in 
I all of us. As long as there are active young video 
j j game players, there will always be a Duke-style 
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you've met the remote control "quota." The 
levels are varied and compelling, including 
themes such as fairy tales, the Old West, the 
North Pole, Egypt, WW II, etc. Gex dons 
different costumes for each and even transforms 
into a vampire or a Herculean muscleman when 

Aside from the three missions, there are three 
collectible items located in each level. Although 
you do not have to pick them up in order, to 


the media dimensior 
: and television par 


i life. It's tail time! 


GAMEPLAY 

Gex 3 is a 3D platform/exploration ga 
the same vein as Banjo Kazooie. The i 
begins in the Gexcave — an undergrour 
which serves as the hub to access the g 
24 levels. In each of (he levels you are ass 
three different missions which involve lex 
items and solving various puzzles. Whe 

























— only to learn the 

jt you don't have the 

needed to open it. 

Often I'd find myself 

when 1 stumbled up 

on the objective from 

the same time. Insteac 
complete one mission c 

an't do both at 
1, you have, to 
ind then return 
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awhile — but it should take you a decent amount of time to get through it the first time. 

CONCLUSION 

Our concerns with the N64 version of Gex 2 have all been addressed in Gex 3. The game opens with an explanation of the story (complete 
with pseudo-FMV), there are three levels and a new ability — the "tongue swing" — which are N64 exclusives, and the frame rate 
appears much improved. Gameplay-wise, Gex 3 isn't much of a stretch from the last installment with the same mission-based-ievels 
and constant quips. But then again, the franchise is pretty polished already. If you are a fan of the original or love 3D platform games 
in general, Gex 3 is an enjoyable challenge. [ mAUK 







































STARSHOT: SPACE 


'Storshot Space Circus Few isan adion/advenlure 
game where you control "Starshol", a funny looking 
infetghiactic jbggler. All would be right with our 
mascot’s universe except for one thing ~-!ne"Virtua 
Circus'. This fake "virtual reality' circus is the 
mastermind .of Wolfgang Von ROyel, acrooked P.T. 
Bamum that is steeling all the business from the REAL 
circus by chargingaliensof variousplanets to strap 
'an gyR helmet to partake in the wonders of the 


bother with this one. Nintendo has claimed to stand 
for "qualify before quantity", but I’ll bet whomever 
at the Big N said that has never played Starshot. 
If you’ve played a platform game before,you know 
theroutine. You do some running, jurrp on pUorms, 
swim in ocgdns |watch outfor killer sharks and 
submarines)'and fire a weapon at enemies. 
Movement is controlled by the trusty analog stick] 
jumping via the A button and firing with the 8. 
•The 2 bolton calls up a power-up status screen and 


J ....... ... _> of-ljte 

universe.. To make matters worse, his computer' 
generated cTreps is infected with a virus. Your job, 
• if You choose to take it, is to guide- Storshot and his 
friends Willfly and Willfall through various worlds 
that the \firtutf Circus has taken over and stqp : itS 
deadly plans. Will Wolfgang Von Ravel's wicked 
plans succeed? Will Storshot save his .circus from 
the...um...evil, virus-infected fake circus?'Are you 
t to know? 




GAMEPLAY 

OK, the plot does sound cute, andliT Storshot is a 
cute character. But as I started the game I had the 
sneaking suspicion that it’s a bomb. 1 won't say 
that Storshot isn't the biggest waste of silicon I've 
ever come across, but with so many better 
games out there ! wonder'why people would 


What’s wrong withTHIS gqttie? It doesn't come down 
to.one thing that sucks, but a bunch of things it doesn't 
do very well. With great platform games like Mario64 
Ond'Banjo'Kazooie, control.is’the, key element. 
Storshot controls jusfiike those guys, except the 
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eft, right; 
isn't thef 


programming! Another problem is a little 
thing called frame rale: The first nrament 
you actually play the game (alter the intro) 
it slows to a crawl. For some-reason the 
warp zones cause a serious frame rate hit 
in the game. As you move the character 
away from these zones the frarfte rate 
improves, but it's still a shame to start the 


hate to say it, more bad programming. 

So I'm ragging on this game but haven'fgiven 
it truly awful marks — wazzup with that? I 
have a confession —! actually started to like 
this game the more I played it. Not enough 
to recommend it of course, I'm not THAT 
stupid. But after conquering the "Killer Expo" 
world (a sort of shopping mall for the 
warmongers of the universe) 1 realized there 
were occasions I found myself actually having 
fun. The,puzzles aren't too hard to be 
unsolvable but hard enough to Wonder if you 
are doing the right thing. If you become 


Nat|o keep harping on the programmers 
(I'm sure they are nice people) but this 
game commits one of the worst sins a video 


y ;j 
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At least the t 


me could have been 
nd sound effects, but- 


ng) and decide 
you get into it. ' 


; of humor that OCCASIONALLY < 
is been done before, and done r 
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CONCEPT 

i aren't anything to praise 
! to describe them is "a 
quite". The, levels look Ian 

The best way j 
most but not 
neat times but 1 

' I other times. However, like most 3D f 

1 platformers, the plot is usually an ( i 
| i afterthought. Many of tbe.environmenls 

many levels with a nice amount of polygons, P 
for the occasional slowdown. Don't look | 
or you wi| notice some serious pop-^^ 

: i waterfall in the middle of space? 1 guess the 
? ! clever, but 1 just stopped wondering why af 

i_ with “whatever". I.know the enviror 

don't make sense either, but at 
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& CONQUER 


! find it interesting that Nintendo and Sony seem to 
be heading in opposite directions. Sony, whose first 
system is on its last legs, is-finally starting to release 
more games geared towards the younger market. 
Nintendo, whose current console is more than 
halfway through its lifespan, is starting to release 
more games targeted towards an adult audience 
such as Resident Evil 2 and this one. Ifs as if the Big 
"N" suddenly realized that it lacks the same diversity 
of titles as its competition but is releasing a version 
of a four-year-old PC game a matter of "too little, 
too late?" 


tends to get thrown out the window when.you're 
always on the move. Although long-term strategy 
is important, like the guy balancing plates at the 
circus (or my Mom trying to prepare Thanksgiving 
dinner), .you've got to constantly keep everything in 


The action in C&C is viewed from a top-dowp. 
perspective, with players maneuvering scaled-down 
soldiers .and vehicles over various terrain. While 
youare not represented by ah on-screen character, 
as the battlefield commander you have the 
opportunity to send more men to their deaths than 


GAMEPLAY 

Command & Conquer is a war/strategy game which 
was first released back in 1995: C&C and its sequel, 
Red Alert, have sold more than 10 million copies 
— and that was before the recent sequel Tiberian 
Sun. Why the huge success? C&C was unique in 
that the battles unfolded in "real-time." Unlike prior 
turn-based strategy games, troops and vehicles 
continued to move and engage each other whether 
you were paying attention or not. The benefit of 
S thjsapprogch is that it eliminates the tedium 
involved in waiting for another player to make 
a move. On the other hand, carefol planning 


Steven Spielberg did I 


involved are the Global Defense Initiative (the i 
guys) and the Brotherhood of NOD (the bad i 
as evidenced by their goatees). C&C lets you 
as either side. Since the missions differ deper 
upon which team you have chosen, it is like hi 
two games in one. 

The computer versions of C&C rely upon a rr 
and keyboard for input, lacking similar peripb 
the-N64 relies upon the analog stick and coni 


























d the wrong soldier when several are 
uped tightly together. Accuracy, affects 


. Isn't that 


Other than the new graphics and the lack 
of mouse control, the N64 version is pretty 
faithfel to the original. My other complaints, 


aractically have to point them at every 
ie enemy, soldier. There Seems to be 
little intelligence involved. For example, 
11 sent a bunch pf soldiers to destroy 


that goal. So, when an enemy ^tidier cam 
out of the trees nearby, my men continue 
firing at the SAM site while this lone soldie 
picked them off like; sitting ducks. M; 
commando, to provide another example 
didn't have enough sense to move awa; 


attacked is the’ sound of machine-gun fire 
By the lirne you figure out where the skirmis 
is located, it may be too, late. This wouldn 
be as mudi of a problem if the Al was smarte 
though. .Which brings me to: my flex 











































t the mood for the game. Your units 
spond to orders via radio, although 
eir voices quickly become repetitive, 
le commando also has; a few 


nd strategy. As this is the first 
me to appear for the N64, 111« 
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addition to the regular game, C&C also features a Special Ops mode with even more missions (and on 
NOD). As the game ranks you based upon your efficiency and leadership, players will be encouraged to i 
ratings. Finally, no battle will unfold exactly the same way twice. 

CONCLUSION 

It's not exactly groundbreaking, but N64 owners finally have a real-time strategy game available for theii__ _ 

fan of C&C on the PC, however, this version won't give you anything new to get excited about. The frame rate drops during heated battle 
in high-resolution mode) and the analog control is nbt the greatest, but even with these flaws the game is enjoyable. i - ~ 


1 play as either GDI 
i order to improve the 
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to leave tfie comfort of your Lazy Boy? I 


to have their haul weighed. If you finish in the 
top three,' you are allowed to move, onto the nex 
level and so. forth throughput the tournament. 
At the beginning, you are given one fishinc 
rod and a choice of three different licensed lures 


■ thing, though, the games or the 
changed in all of that time, yet they 


fish finder. After that, it's up to y 
catch the five biggest bass you 
dictate how far, you want to cast c 
power meter on the right of the, 
as choose what kind of cast: ove 
sidearm. Onceyou've got your lit 
press of the A button will bring i 
time. When a fish begins to nib 
































SOUND 

Sound in a fishing game is a very short 
-topic, indeed. Aside from the normal 
sounds of the sport itself, you also get 
treated to some pretty spiffy little diddy 
when yOu hook one. After a while, 
however, it gets pretty annoying and 
you end up turning the sound off. There's 
really no need for it, you're better off 
cranking up some of your favorite tunes 
and turning the sound off on the game. 
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spot! It is, without question, 
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London on a particularly miserable day. 
Conversely, tbe indoor environments are 
empty, lacking any kind of detail. The 
animation of Superman is completely 
uninspired, with limited movement and a 
small number of polygons used to bring 
the character to life. The enemies are, 
without exception, ugly little creations that 
would have been happier on the SNES. 
There was absolutely no effort put into 
making them look like anything but 
cardboard cutouts. If you want a good 
laugh, just take a look at the shadow 
enemies in the ouldoor areas. 


succeeded like no publisher that has gone 
before. But, they don't slop there; they have 
also managed to completely destroy the 
Superman license. The publisher that picks 
this up from DC the next time around should 
be able to get it for two bits and a cup of 
coffee. 


to have my frustration and resentment bui 
with each crash of the machine (I reviews 
the final boxed and shipped game). Thei 
was so much that could have been dor 
with this game; and it could have been 
simple arcade game and nobody woul 
have minded at all, if it had been done we 
Unfortunately, the game lacks talent, visioi 
heart and soul. The Adventures of Supermc 
is, without question, the worst game I 
appear an the N64. It stands as a testimor 
to corporate greed. Both on the part < 
the publisher, Titus, and Nintendo c 
America, who have managed to shred the 
Seal of Quality and the entire myth of th 
"Dream Team" by approving this game fr 


SHELF LIFE 

The plastic and silicon that is used to 
manufacture the cartridge that holds all of 
the data used to creole Superman should have 
a half-life of approximately one trillion years. 
The code that creates the game you have to. 
suffer through should have the life expectancy 
of the average housefly. 


SOUND 

Sound? Wha 
voice and lin 
weak. 


nd? There is almost no 
music — pathetic and 


CONCLUSION 

I can't tell you how much I wanted to like (hi; 
game and how much I tried to like it—onl) 


> to create the biggest 
r played, they have 



























































are in for q real treat when you get a load 
' of Slugfesfs high resolution graphics. The 
stadiums look absolutely amazing and the 
texture detail on uniforms, etc. is without 
peer. Unfortunately, the player models are 
far less detailed than those found in ASB 
2000, so things aren't quite perfect. Add 
to that (for the second year in a row) the 
complete lack of an instant replay feature 
and, for all of its qualities, Slugfest can't 
quite get off the bench and take playing 
time from ASB 2000. The omission of any 
kind of instant replay feature baffles me 
as it should be so easy for the design team 


informative as that found in ASB 2000. 
Although, the stadium, area and crovid noise 
has been done particularly well — making 
you feel like you are really within the confines 
of a big league park. 


through the season and beyond (if you don't 
play football or hoop games). If, however, 
you are like me, you've probably already 
been playing ASB 2000 and, what can I 
say? It is such a tremendous game that even 
a stellar title like Slugfest has a hard time 
keeping me occupied when I know I could 
be making season progress in ASB 2000. 

CONCLUSION 

Ken Griffey, Jr.'s slugfest is a good game 
— fust nof as great as Acclaim's baseball 
tour-de-force. If you shy away from the 
complexity of the, real game, and are 
looking for something that plays a little, 
quicker, then Slugfest is the baseball game 


CONCEPT 

Nintendo and Angel Studios hqve done a 
great job of creating quick, intuitive gameplay, 
without dumbing-down the game of baseball. 
There are more things being done pn auto¬ 
pilot than in-ASB 2000, but the development 
team receives our kudos for successfully 
blending simplicity'and fun with subtle 
complexity and depth. 


SOUND 

The Seattle Mariners' Dave Niehaus is on¬ 
board for the play-by-play and he does 
an acceptable job. As with last year's 
model, Jr. is around to give you a short 
comment between innings. The voice is 
good, but, not nearly as plentiful or 


SHELF LIFE 

Ifyou are. strictly an arcade-style player and 
Slugfest is your only baseball game for the 
'99 season, then the game will last you 





































file venerable video game Asteroids continues to flourish, as retro madness hits the Game Boy Color. It 

seems that everybody is dusting off and bringing their classics out, as Midway [Joust, Defender, Moon Patrol, Spy Hunter), Activision (Asteroids, 

Space Invaders), Capcom (1942), Hasbro (Frogger, Q'Bert, Centipede, Missile Command) and Namco (Pac-Man, Ms. Pac-Man) have all 
released (or are in the process of releasing) multiple titles for the handheld color system. Asteroids, which first came out in the arcades TWENTY 
years ago, is just as an addictive of o game now as it was way back then! The Game Boy Color version 
of Asteroids will feature five different space worlds, or zones, that increase in difficulty as the ployer | 
advances. One of the zones is an updated version of the original Asteroids, while the other zones include L 
a Black Hole that has a deadly gravitational pull to a world where hot suns fire flames at you. Asteroids will also have cinematic cut scenes, 
four different ships to choose from, and tons of special f/x. A new concept for Asteroids, the power-up, has been fully implemented for the 
* re Boy Color version, as your ship will be able to pick up items such as homing missiles, gun satellites, trigger bombs, and ramming 
ds. There's even a hidden bonus level and extra ships (hidden, of course). And, last but not least, Asteroids features three different 
ployer modes via a link cable. 



FIFA XOOO 

t>£VELOPEt> BY TIERTEX c 


FIFA soccer has finally come to the Game Boy Color, 
thanks to THQ and developer Tiertex. THQ has 
licensed other Electronic Arts (EA Sports) titles, 
as Madden 2000, NHL 2000, and Tiger Woods 
golf game that are coming home to the little color 
portable system that we like to call the "GBC" (Game Boy Color). The FIFA series has been the best-selling soccer 
title on just about every other video game system, going back many years to the Sega Genesis glory days. Gamers- 
on-the-go finally get their chance to see what ail of the excitement is about! FIFA 2000 contains 60 international 
: "football" learns and can be played in five different game modes: Exhibition, Tournament, Playoffs, League and Indoor, 
i In Exhibition mode, you can simply pick any two teams and have a "friendly" match, as they say across the pond, 
s Tournament pits your team against a predetermined number of other teams in a World Cup-style tournament, and 
: Playoffs is similar to Tournament with just fewer teams involved (and one loss means you're done!). Should you decide 
; to try your hand in the League mode, you don't have to worry about playing every game in one sitting, because there's 


a password save feature that saves your progress (as well as a limited number of season stats). And, if you really want 
1 ise to play in the Indoor mode, where lots of goals and high flying 


, 


Madden football, arguably the most recognized sports 
franchise in video game history, is making its Game Boy 
Color debut this fall. Madden football is actually celebrating 
its 1 Oth anniversary this year — it was originally released 
for the Sega Genesis way back in 1989! Since then, the 
series has gone on to great success on many different 
platforms (Genesis, Super Nintendo, PC, PlayStation, 
Nintendo 64, and even the Sega Saturn) and has sold tens 




of millions of copies worldwide! For the new Game Boy Color version, Coach Madden lends his insights (and name) to this gridiron 
title that features all of your favorite NFL teams. Gamers will be able to participate in five different play modes: Season, Playoffs, j 
Exhibition, Sudden Death, and Quick Start. If you're worried about the Game Boy being able to handle all of your favorite plays l 
— don't worry, be happy! Madden NFL 2000 has over 150 offensive and defensive plays, enough to satisfy any gamer-on-the- 
go. Also, you'll be able to select from 14 various formations, making the game as creative as you want it to be. Of course, if you don't like your play, yo 
fBlWPW*W**P***l& always call an audible at the line of scrimmage! Once you've selected a formation and a play, you'll be treated to some 
: amazing player animations (for a handheld, anyway), as the characters can dive, juke, jump, and make big hits! 



























































r fffj[L 2.00 

PEYELOPEP BY TIEftfEX 

THQ continues to bring out the best in the EA Sports 
franchises lor the Game Boy Color as NHL 2000 will be 
their fourth release of popular sports brands (along with 
Madden NFL 2000, FIFA 2000, and Tiger Woods PGA Tour 2000). Long known as the best hockey series ever created for the 16-bit systems, the NHL series on 
the GBC should continue that tradition. With six different gameplay modes available, there should be an option for advanced players as well as novice video game 
hockey players. Choose from such gameplay modes as Exhibition, Beginner, Season, Playoffs, Tournament, and Shoot-out. The Season mode keeps track of 
your wins and losses, and well as some other team statistics, all of which can be saved via 
password. NHL 2000 is chock full of teams, as over 45 NHL and international teams are 
represented, complete with official uniforms and logos. For the beginning hockey player, 
you can just hit "go" and get into a game without worrying about managing the team or 
worrying about fights or injuries. For the more seasoned gamer, you'll find the ability to 
create line changes, choose offensive and defensive strategies, control the goalie, handle 
fights, and turn on/off options such as icing and two-line passes. All of this and more is 
under your control as you try and guide your team to the Stanley Cup! Long Live the Bruins! 
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BY ACT/ V!SIOU/PISb/EY 

Easily one of the biggest movies of the year, Disney's Tarzan is also on its way to becoming one 
of the biggest titles for the Game Boy Color. You can play one of three different characters from 
the movie as you guide your way through 15 colorful levels. As you travel through the jungle, 
you'll be able to swim with hungry crocodiles, try and outrun an elephant stampede, escape from a horde of wild baboons (are 
there TAME baboons?), and swing from tree to tree as only Tarzan can do. The jungle is filled with enemies and danger, so you'll 
have to use every inch of your surroundings to help Tarzan lead his family to safely, and avoid the evil hunter, Clayton. As 
mentioned eadier, you can play as multiple characters — a young Tarzan and an adult Tarzan, Jane, and even Terk (Tarzan's 
ape buddy, for those of you not 'in the know”). As you help move Tarzan from vine to vine (or any of the other abilities 
Tarzan has), you'll notice that the animation of Tarzan is very smooth, and just like the movie. Well, that's because Disney 
Interactive recreated each character in the game to move and act just the characters on the big screen! If you're a fan of 
Tarzan the movie, or just a fan of Tarzan in general, you'll want to check out this hot new title from Activision. 


flGERW^SPGATOORiOOO 

Tiger Woods, the world's number one ranked golfer and spokesperson lor many products, is about to have his SIXTH video golf game released in about a year's time! 
Tiger Woods PGA Tour 2000 lor the Game Boy Color joins Tiger Woods PGA Tour 99 (PC, PlayStation), Cybertiger (N64), and PC & PlayStation versions of Tiger Woods 
PGA Tour 2000. That’s a lot of Tigers, cyber or otherwise. For the Game Boy Color title, THQ has stuck in four types of play modes — Stroke, Tournament, Skins, and 
Shoot-out. Tiger Woods PGA Tour 2000 (TWPGAT2K for short, although even that's NOT short!) will include real-life PGA Tour players Davis Love III, Craig Stadler (the 
'Walras"), and a few players to be named later. Since the gome is currently under development, we're not certain as to the final number of courses to be included, but we 
do know that SummeHin and Sawgrass will be among them. The interface in Tiger is designed in such a fashion that anyone picking up the game for the first time will be 
able to get started right away, without all of the hassle and confusion that belies most golf game interfaces. You'll be able to quickly view the course conditions, make club 
selections, set the spin, and aim your shot. You can also adjust for wind conditions by either hooking or slicing the ball. Sweet! 





































































the anthill from the main 
. Then hold C-Up + C-Down 
sft + C-Right + Z and press 
>u entered the code correctly, 
ow will appear at the bottom 

III! 

Have an outfielder field a base 
hit or pop-up (don't catch a pop¬ 
up). When the ball is fielded, 
hold Z and press C-Up and run 
into the infield with the ball. Then 
throw the ball around the bases 
in this order: C-Right, C-Up, C- 


L-STAR BASEBALL 2000 — 

Left, C-Down, C-Left, C-Up, C- 
































PGBR VK?B 65BH Y3HD 
1KLS DN5H 7NBF DWRQ 
2KLR SDRY ?W4 YQ8X 
VK3T 7LFC 94B7 D3R3 
WK3H QNBW NLV5 XGL3 
TK7P 6 LLP KWGY XD4V 
STON QPX4 2WGY JXTS 
R??P 7NY4 2WGX 99TX * 
Q??K BBBV NBQ1 7GCV 
P64? ZM5B ?BMO 5YH6 
N664 SQ63 XB?K B7LF 
: M682 M7QT 1215 8098 
L669 H8MD G8XB JNYV 
K681 X8CL HOIK 1PF5 
J6?0 BT5M NRZ2 QXLL 
H6?0 XXFW PHV1 77P4 
G6?9 GYMK RWNK SMSL 
F6Y3 WXQK CHDO 8K4D 


ship mode and enter "RACES THE 
BEST" as a name. Then atthe next 
screen that appears, press Left, 
Right, Right, Left, Down, Up. 
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